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J ook for this seal on all software and accessories 


for your 



System, It repre¬ 


sents Nintendo's comrnirmcrtf: to bringing you only 
the highest quality products. hems not carrying 

this seal have not been approved by 
Nintendo > and are not 
to meet our: 

excel lence in w 



il i tx and 


entertainment value 



Thank you for selecting the Nintendo ■ Entertainment System'Base- 

bah Pek, 


OBJECT OF THE GAME/G AJV1E DESCRIPTION 

Play 9 innings of major league baseball competition with realistic 3-D graphics 
featuring close-up and overview of the field perspectives. Select your team, 
end step-up to the plate against a computer opponent or a friend — for twice 
the fun, You control the swing of the bat. The speed of the pitch. The hits, 
the steals, the double-plays! Even hear the roar of the crowd as you hit a 
home run and race across the plate to score! 


Please read this instruction booklet to ensure proper handling of your new game, 
end then save the booklet for future reference. 


1. PRECAUTIONS 


1 ) Th.s is a high pr£c skm game. It should not be stored in places that are very 
hot or cold. Never hit or drop it. Do not take it apart. 

2) Avoid touching the connectors, do not get them wet or dirty. Doing so may 
damage the game. 

3) Do not dean with benzene, paint thinner, alcohol or other such solvents. 

Mote; In the interest ot product improvement, specifications and design are subject to change 

Without prior notice. 
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2 NAMES OF CONTROLLER PARTS 
AND OPERATING INSTRUCTIONS 


Controller 1 
Controller 2 


s' -: Cortlrfli Pad 


[ c{> Control pad ] 
Batter movement 


Controller 1 - for 1 player game 

Controller 2 for second player in 2 player same 




coni 


Operating the controller for this game is 
plicated, Read this instruction booklet carefully and 
practice operating the controller in order lo master 
the- game. Use your imagination to develop winning 
strategies, 


A button 
B bu 1i on 
START button 
SELECT button 


Runner control 



Moves toward the pitcher. 

Moves toward first base. 
Mows toward the catcher. 


Mows: lowur-d third fo&se. 



Second base runner 
First base runnef 


All runnurs 


Third basft runner 


[A button! 

Ij The batter swings. {Press only the 
A button.) 

2) A runner wilt return to his base. 
(Pick the runner(s) with the ■ con¬ 
trol pad, and press the A button.) 
■* If the A button is released during 
a swing, the swing will stop at 
that position. 


WHEN IN THE FIELD: 

(Operates from the time the ball is pitched until the batter swings.) 

Slow ban 
Curve ball 
Fast ball 

Screwball 


trot pad is not pressed, a medium- 

speed straight pitch will be thrown.) 


Pitching 

[ pp Control Pad] 

• Type of pitch 

(right-handed pitch) 


[A button] 

* The pitcher pitches. 

(The ball type indicated by the . Con¬ 
trol pad will be thrown, ff the ■ ; -con- 



{B button] 

This button is used to advance run¬ 
ners, (Pick the runner(s) with the 
=fh control pad, and press the B but¬ 
ton,) 

Use for stealing bases, squeeze plays, 
hit and run plays, and tag up plays. 
















































Throwing a Feint: 

[ cjji Control PadJ 

Decide which base to throw the feint 

to, 


[B button] 

Press this to throw the feint, [Tito 
feint wrl go to the base designated by 
the Tr 1 con trot pad,} 



Soon nd baw 


t Ky S £ 


wo: userf 


Th:rd base 


'When the- O Control Pad is not 
pressed, the feint will go to the 
closest base with a runner.) 


Fielding the bait: 

[ cj Control Pad] 

Decide which base to throw the ball 
to. 


[A or 6 Button] 

The fielder throws Che bell to the base designated by the Q control pad. 

*When the -T' control pad is not * If there is no attempt to steal a base, 
pressed, the ball is thrown to first the catcher will automatically return 
base. the ball to the pitcher after a pitch. 



SELECT button 

When this button is pressed, the ball ( © ) moves. 
Lme the ball tip with the game you wish to play. 

START button 

When this button is prassfidi,, the game you chose with 
the SELECT button can be played; but first teams 

have to be picked, 

Pause; 

If you wish to interrupt play in thy middle of a game, press the START button. 
The pause tone will sound and the game will stop. Press the START button again 
when you wish to continue playing. The game will continue from where you left 
off. 





* a kLhvi 6a hw 
■j i?i ftvwf cm*; 
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Selecting Your Team/First Ups 




The 1-Player Game (using only Controller 1) 


If you select the 1 Player Game and press the START 
button, the screen appears as shown at left. 

* M ove the 


rr 


to the ;eft and right with the m. con 
trol pad arid line it up with the desired team's initial. 

* Press the A. button to begin the game. 

' In the 1-Player Game, you challenge the computer 

)- 

*Which team bate first ("first ups") is decided auto¬ 
matically- 



IfcCl VDUR TEAK 


A C D P 





V 









The 2-Flayer Game (Using Controllers 1 and 2 and competing with s friend) 

If you select the 2 Player Game and press the START 
button, the screen appears as shown at left, 

In the 2-Piayer Game. Controller 1 has "t rst ups". 

• Move the team selectors to the left and right 
trollcr 1 is r and Controller 2 is r with the 

control pad and line them up with the desired 

teams'' initials. 

• Press the A button <on both Controllers 1 and 2J to 
start the game. 

































3. HOW TO PL A Y 

A variety of hitting plays are possible 
with tiie clever use of the controller. 
Stealing bases [double steals and 
triple steals} 

Hit and run plays 
Squeeze bunts 

♦ Sacrifice bunts 

♦ Tag up and run plays 


Strike out the batter with a combina¬ 
tion of awesome pitches. 

♦ Fajt ball 

♦ Regular ball 
4 Curve ball 

4 Slow bah 
4 Screwball 


Guard against base stealing! Lead the runner off base, and then tag him out in a 
pickle. 


Runner Movement 


1 After 2 outs) 

All Tunners attempt to run to the next base on every hit. 

{At times other than 2 outs) 

Only runners subject to being forced out run on a grounder hit. 


Runners stay put on fly hits r in preparation for a possible tag up and run play. 

* Pitching is not possible while the pitcher and catcher are exchanging signs. 
r The fielders automatically run after a ball hit ante play. 

* Sf a score exceeds 1l> runs or rripre \n 1 inning, only one digit shows UP OR the 

score board r but the real number of runs is added to the game score. 

' Tag up play control is die same as for ordinary base running. 


o 


"If a runner fads to tag up before running after a fly out, he can be put out by 
throwing the ball to the base he loft. Once the ball is returned to the pitcher, 
however, the runner is safe. 

*When a bunt fouls after a 2-strike count, if is e strike out. 

* Occasionally, fielders may temporarily disappear from the screen. This is not a 
malfunction. 


A Quick Guide to Controller Operation 



(Batting) 


n 


l l jJ Control [pad 



A Button 



Position of 
thv t>;t t wr 

(Inside the 

battw's box I 


Toward the pitcher 


Toward 

third base 



Toward 
first base 


Toward Thfi catcher 




































When at bat <b 


Running I 


cjjj Control Pad 



Which Runner 


Third base 


AH bases 



[Stealing haK&s|i 


rPp Control Pad 



B But 



Second base 


Which Rumor 


Third baste 



First 

i>un> 


All bases 




(Pitching^ right-handed) 


cQd Control Pad 



A But ion 



Slow bo 


Type of hall 


Screwball 



Curve 

be 


Fast hall 




(Feint) 


z\l Control Pad 



B Button 



Second base 


to throw to Third base 



F irst 
boas 























































































































[Throw for lag out aitempi) 


l' 'p Co nt to I Pac 
A or B Button 



Second base 


Bjm to throw to Third bs&e 



Heine paaie 



Threw* 


*TAG OUT WOTES: 

When a runner is racing toward home:: 

The catcher has hot covered home base 
when he catches a* pitch. 

Press home piste on the 4r control pad, 
and then press the throw button once 
more. The catcher will tag the runner. 
When a baseman has just gotten the hall; 

If a runner within a certain distance 
from the base, the btttman will chase the 
runner to tag him. 

When the baseman ah&ady has the half; 

Press the control pad to that liase 
again. The baseman will dhfise the runner 
to tan him. 


COMPLIANCE Wl TH FCC REG ULA TIONS 

This equipmcnt generates and uses radio frequency energy and if not installed and 
used properly, that is, in strict accordance with the manufacturer's instructions, 
may cause interference to radio and television reception, it has been type tested 
and found to comply with the limits for a Class 0 compiling device in accordance 
with the specifications in Subpart J of Part T5 of FCC Rules, which predesigned 
io provide reasonable protection against such interference in a residential insta’ 
lation. However, there is no guarantee that interference will not occur m a parti¬ 
cular installation. If this equipment tfoes cause interference to radio or television 
reception, which can be determined by turning the equipment off arid no, the user 
is encouraged to try to correct the interference by one or more of the following 

measures: 

— R eo rien t the rece i v i ng a n te nna 

— Relocate the NES with respect to the receiver 

— Move the ftlES away from the receiver 

Plug the NES into a different outlet so that computer and receiver are on 



ferent circuits. 

If necessary, the user should consult the dealer or an experienced radio/television 
technician tor additional suggestions. The user may find the following booklet 
prepared by the Federal Communications Commission helpful: 

How to Identify and Resolve Radio—TV Interference Problems. 

This booklet is available from the U.S. Government Printing Office, Washington, 
O.C, 20402, Stock No. 004-000-00345-4. 
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90-DAY LIMITED WARRANTY NINTENDO GAME PAKS 


&&-DAV LIMfTEU WARRANTY;: 

^j!n-p--Klp of AmprKra Int | "N-ntflrde'T i^arranls-to 1h* o* .]ir-al 
Li':i:iuirVii' U w ri h n+4 t I Fiji lh A N i ill u h dj GuiVrf P.b'k ("PAK"> 'Ii'iiM 
i-TMUuding Game AocSKPrin or Ri^wt Acreiacriasl lhali Of 
li tc Irom *"i miTdriu' and woffr r ni» , uhip tor a pcvkid el 

9ft day* frrm d-s;« of puron#w. if 3 1*1-51:1 cmered by12115 war¬ 
rant).- ijiiL-jrs during I'^ii 90 day ViVfdrHy period, Nin u jn will 
repe S- or r-5p.S« ihfl PAK. at itfi OP1-OP. of I+^rpfl. 

To 'cceke- ihls warramy strvka: 

1. DO- NOT retiirn yoni r dcfsctfro ■G>mc P«k to the-reMik*. 

2 . r-torii-y ihc- Nlnanoo Costumer Service DtwnfWii 

;ir i.i h>ifm rwHjiji- .iKq ^rur |y -jssrviw by r;_* ling: 

OdHide Wash n*ion Scale iBOty or Iradc 

^sliingntH-i Sl-S-M [Wffi 882-2<W l>jr Conyyrniir 5*rviop 

Dtpar^ii'^nE ib in operfeiion rr-ann B:CO AM leS.GHJ P.ML 
PoGifk: T rnp r Mc-nd&y through FrsJe-y. 

•3 S if the N men do ■server- rrchnlckr. fa. unable to sob? the 
rtrffihlftffi fey pl--aii» , : 1 lit: bvih priwiufc yrtu vailh a R-fr*.urn 

AuchoftffiEon nymfcjer. Simply record rhi-t number on the- 
i?huIjs:-:I rt p.-inMyiry Of yejur dsfirtrSis,^ PAK., r#1u*rt ywr 
PAK ire- ghr prepaid, your risk ol damjflt.. lo^Lhc- w:ih 

VCKir sd£s ^'.y or sun: jr p r£bf4 F-$>U r c KaiV n th* &0- 

d.iy warranty pu ■ o-.1 

Nintendo or A.-nt-ita rni. 

NES Consume* Service Departn>*fu 
4E2D - l«lr.h Avc-nat N. E. 
ftwirrond. WA 06052 

ijuerrpniv shpii m>t aopry rf -ha PAk net bwn damaged try 

negligc-rae.. Jiic ;kiii. lk p i itasorwUfl uSii, mudirkaHion, C^rtipHKii.H, 

pr bv c»thpr cans** ijnielated 40 rkfwlwr m&lt-rigls C-r ^i^-rkmarr 
ship. 


RCPaihS Aft£R E^c^lR*TlOh? OK WAftRANTV; 

If "he PAK dpjp'ops 3 pr-Dbifm ter lb? 00-dby i^rrjnly ppncr^. 
vOO -ii-T>■ E&'ii.vn \frt K inundo Consumer Sfi vico DL-pai*■ iya rir 
■K ri-,f p.hri rjj n 1.1 rrlw noted alwv*. IT 1 ^ > 41 rtfa ndo wmis V rerh- 

riicar, ii Lioibifr « solve the- p^oblEm by pftaru, he moy pr^ida 
vou ».^ith 3 Relurn ftuit-a:>wi.on number, V-THinnoy t+ie-i r«tjrp 
this .niimbtf art ihe ouisidb packa-j nj c-1 the dr1«:iivePA»C arvd 
»eturii the iMecwe PAk freight prepaid to Niniendot enciooi^g 
a ChEik rtf rrtrtrtrty Ccthi fin 3143.00 pHyftWt to NirtlEiiiSo rtl 
An-rfric* Ire. N ^itends w>:!.. at Its optlnr-.. subject to the- corvdi- 

I kins hjkiw. ri'puiir tliH PAlC :n :-:j: .iu-a it .•■.■ ! !i « i'iSvu i'ir i i>:iS -Ail 

PAK. 4f fflp'aMmcm PAKS arE lioi available, r.ht dc-lctiivr PAK 

Will tie rrl-Mid Wild lh< 310,00 r-^lis^ii.irt:l, 

WAflftAhaTV LIWITATtC«5: 

ANY APPtcCASte IMPLIED WARRANTIES. INCLUWNG 
WARRANTIES OF MERCHANTABILITY AND FITNESS FOR 

a Particular PuftPOSt. arc HEREBY limited to 

NINETY DAYS FROM THE DATE OF PURCHASE AND ARE 
SUBJECT TO THL CON Liif IONS SET FORTH HEHElN. IN 
ND EVENT SHALL NINTENDO 3E LIABLE FQR CQNSE. 
OULNfiAL OR INCIDENTAL damaCeS RESULTING 
FROM THE BREACH QF ANY Fi; PRESS OR tkIPHEO V/AR- 
RANTIES. 

Thi': |^-r-jin i': l I hia -i-«brr h ;i 1 .y arti v.ili<l -i !ba Ur: !k-i! Stn!i«\ 

ci-.iy. Sarr.t swies do no? allow I n?nations «an Now ior>s an- 

iir'Kjlitd WJirrULy IlcLIa O- 4 HrtludjOi'i rtl Ctw'.^i^-iiitiil (it -y-i- 

dsnea- damagei-, so the above-1 ml fattens arid kccIuho^ may not 
kin ply ".u you. Thii .V,ui 2 i:iy yi'HJ SpMifit Irt^Vi I tRhli. And 
yo*j may alstj nave- aiher rights wsmcb vary from i-’sra w satt. 





